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Editorial dreams 


When I got my first computei, east I> the most Interesting use J 

round for It w&s to write my own game. ] had very little knowledge 0 j 

£A£1C arid none at all 01 otf.ej computei languages. so it was with 

great del l g fit that I read qi a new program being it leased tc. enable 

anyone to write their own adventure g&mes, with no programming 
1, now ledge required whatsoever, T n i s was a major bre&kih lough and 
changed t he race of home computing almost overnight, The program was 
"The Quill' 1 ttotn Gilsolt* oi course, before it's release, ij^nlure 
games had been the sport or players, not writers* unless you knew you* 
machine inside cut, Alter "The- Quill 11 adventure g ame writing &ec am& 
possible for everyone who owned a Spectrum 4SK. no matter what theii 
knowledge or programming. Sc? That meant th&r you* or me, 
try ouj hand at putting together cur very own adventures, 
rna itertd w h a t the p r o t e s s I o Is a is w e r a Up tc, 1 I we didn't 
adventures we now had tne chance tc write our own. The 

programming hao gone. Joe bioggs could now write an 
also meant that the trices cr tne trade were ours to 


were able to 
It no lunge: 
like their 
eiitism or 
a 0 v e n t u i e ! T h 1 s 
see - so that's 


how you set up a hidden object, so that 1 5 now you increase tne score 
when you rind the cibiect.,. the tog had been cleared, ii "The Quill" 
had stopped trier e that might have been enough* but the ball had been 
set foiling... scon h ome-cased com pa nits sprang up, ordering a range 
or Quill -written games, iji I sol t became i nu r.d a ted with daily stacks or 
QuilJeo adventures that the public had written themselves, 
majority or these might not have been tit to publish* tnere 
cream o i Quill g a me s that were, quite literally, up to the 
oi professional i v written adventures released by o trier 
what's more there was occasional I r a Quill gams so good 
actually bet^tex than a lesser release iiom an established 


v h 1 1st a 
I e r/.b 1 ne d a 
£ t a nd aids 
compa nits. 
It was 
so It uaie 


fioufii. It became clear that there was no magic about writing adventure 
games - the,' weren't written by a seiect brand cat people trained over 
many years, thev could be successfulJy written by everyone. What the 
Quill did essential! / was t c r e m ov t tne need to waste time learning 
how to prog ram* trier, writing a program to wi it# an adventure - that, 
way you needed years before you could even si ait your game - with The 
Quill, it was all done i cu you. io you wej e I tit, to concentrate on the 
important thing. actually great in* youi garnet setting up an 
atmosphere 4 putting in a set or interesting objects to di£COvei, 
crsiting youi location descriptions ana messages. in other wo/as, 
writing the adventure itseii. not com |L lev and demanding code to enable 
you to write tne g a me later, ii at all! Add to create .bur text, all 
the t was essentially required, was the vei> words themselves! bo anyone 
who could read and unite, ana use a computer keyboard was now able to 
create an adventure! u r course it takes a skiJleo w r j t e i to prod uce a 
masterpiece* but why should that stop the gent;a I public having a go? 
It needn't, ever since wise ft releasee "The Quill". 


where does that leave adventure writers t ocia . ? Since " T be wall I " 
mo tv, other a d v e n t u f e w i i t 1 n g utilities have surfaced. a I 1 ottering 
various ua y s or creating vo u r game. "I he Qu i 1 Iwas ttja-Dr.lv tint l \ 
u l 1 s o I t added "The II 1 us t i £ t o i " . and now me n, r utilities allow ten and 
graphics to be created together, plus a vast aria/ oi extensive and 
exciting features a s adventures tjtt men e and more clever. 1'Lc gieat 
thing is that what evt j t r.e bj£ ccniij. a n i t s get up to* w i i h t hit > j i an>:v 

adventure s\ s terns, 'lie public is ne . e r Iji behind thanks to oil the 

c uni | j.-iti that r.a , e : e 1 t ^ s e □ tetter and be its; utilities. Even 
(in.-us e - d r i ve n menus and digitised graphics a j e now & t* [ e t, be i ot 

^oui ha veil t ujf e games 1 teioit- "Erie uu i i t 11 that wouto r.a . e seemed 

I dj po Vb 1 b 1 1 . W bo I e a i r j s o t i a s c i na t i n g f i o g r a itp.M j n g a I e being i a I a wide 

open to ever /cure* nut lept secret tv. a ft* /earned p i og r a mmei s, 
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AO.cntore writers have been particularly luct r In thi* ( ts^ct. 
whereas ttCode games have only ha j . a handful Of game *■ w r i t i i.g p j o g j & ms 
made availably, and those &f ten I |nu Ud. 

I be! leve that ever y o n e has the ability to produce an a d v e n t u i e 
g a ini' of some sort, but ii you want to write anything worthwhile. then 
you're reading the right ui 6 |j D :int! I decided to set up Adventure Coder 
not for myself, but to heip you, the reader. Whatever computer and 
method you're using to urate sout adventure game, then this is the 
publication tor you. Only here wilt vou find all the heap you'll need 
to create an adventure 01 the highest standards. rou may ha * e lust 
5 tar ted computing and want some help in the basic element* ct 
designing an adventure - how best to make a map, use ol ie :t3 ar.i 
del i ne youi puzzles. IJo problem. ui you may want mote advanced he l y 
uiT.fi a complex [outine that you can* t seem to let hum out a no vour game 
won't be l fie Same w i t hou t it, Again, no pi on i am i 0 % e i the coming 
months I hope to be able to bring you articles on all aspects oi 
adventure writing, even getting youi game published. I'm here r o help 
vou. but I can on tv do so li I know what help you need. Peel free lb 
wj ite in about anything you like concerning adventure writing - I've a 
team 01 experienced writers lean, to tackle vour problems no matter 
how trivial they may seem to you ' evervone has to start somewhere, 
and there's nothing worse than getting stuck with a line of cc-at that 
someone else mi^ht have it I ready sorted out ror you. liavbe ins lead 
you're that person, who's written wrist you consider to oe a mrtv 
routine vou reel might be useiul to other codeis. Uh> not send it in 
and get your routine printed? You' jI be helping others and teeing your 
1 'isi ihe in piifit at the same time, 1 nit can ori;-, be g ood, surely? I'm tiui 
looting id i lust routines or course, anything vou third- me he useful, 
suer, as a but; vou m i g h * have found in vour utility, or a trick to male 
it do things it isr, ■ t meant to, Inert maybe someone who would love to 
uSt w ha t v uu v e round, 11 only tne-, knew about it. And wh^t ii >ou'v* 
ai. idea f 0 u wish lo discuss? wh, not send m a loiter? Perhaps there's 
some thing otCiUT adventures t ha t really anno £ you, ate the, getting 
too ciose to Knit flaying Games? would vou prefer all adventures tc 
become Lext-oniv again, or do you wish moie graphics could gc in a 
pam r ? why not an your vitug? Adventure Coder is here for you to do 
J u & t that, i h o y e vou nnd it u s e i u j , i i not, wh / not s a v so? I * v e 

triea to matv& it as interesting as pos s i b I e, but I'm looking for a lot 

more contributions from you, the reader* See ii you can think or a w*, 
of improving the magazine - I'm sure there's Jots of wavs 1 haven't 
t no u g i. t of! I'm cm l v the luiUi , and t h i s i = you r_ m a g a z i rue . I L oer¬ 

ror w a j o l c an , cp mme n i s on this t i i s t issue *■ e n 1 o y it! 
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t'l UHfcL A W SfcNUK ! 

GHsott a ( e p 1 a ri ri 1 n g to 
release two further vei sici^s or 
Lhfen btstst)ling sdytntuit 

writing utility known Paw 

iPrctesstonal Advenlut& Writer j* 
The first is a Spanish language 
ot Paw* apparently 
t her £ * # a lot of 
in Spain I Even a&. 
rar more Commodore 6*s 
world, which doesn't 


ve r sion 
because 
Spectrum# 
There are 
i n t he 


explain why the 64 version ot 
S- aw is still on ice. 

Secondly, a PC computer 
version is being written, which 
could prove immensely popular, 
as many machines now supper t PC 
sortware around the uciId. 

Lastly, the SI version ot PAW 
due out next month,*. no. 
sorry, that’s a lie. Looks li»-e 
this one has bitten the ice toe* 
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ut her uilsott news invoices 
the budget release ol Trie wuilt 
and The 11 lustra tor ior three 
con. routers, the CommOdOfe 
Spectrum ^BK and Amsirad CFC 
range, I his meanit at lost thet- 
1 r.t illustrates has sue raced roi 
the 64, iCiU can get Trie Oul L i 

1 nostalgic ressci'is’i or The 

J i lusli a t o r alone t o i t - ' H 
each, or both tor Just (5.99. 
state uhicri computer < ou own and 
add 6 £\ ^'f-v l i VOU wisfi to taste 

some vinu^ computing h i s t cu . 
r r □ iii Gi Itwrt 1 ntei nj L ion-l Lt o. 

2 Hart f resent. ba if., * 0 u ' i. 


y. i * m n-1 CF6 QttD 




Utilities and add-ons 

This Is a list of all known programs but I'm sure there are a tew 
more. If you know of any other utilities of add-ons, especially for 
Computers such as the MSX and Atari 6 -bits* whatever* please write in 
and help sake this list a definitive guide, 

AM 1 * Amiga S&G, *ma*bt 200(3 too* 

CPC * A itj 4 t rad CPC (4S4. 684, 8i2£* 

AkC * Archimedes i3£5, 3J0, 31031* maybe A3C20 too) 

C64 - Commodore 84 (maybe 84X* 128, 1280 too; 

PRG - Dr agon 32 
ELt t I ecu on 
Mlk - Master 

S46 “ Spectrum 4 BE imaybe 16K ( 46k+, l£8K, +2. *3 tool 

SI - Atari 52081 KM imaybe S2&STI1* 104&51F. MEua 1 * MEGA £, MEGA 4* 
STfc tool 


NAME. 

A-CODE 

AWEMluhL BUILDER SYSTEM 
ADVENTURE CONST KUCl 1 UN SET 
A L' V ENTUHE KERNEL SYSTEM 
ADVENTURE WRITER 
ADVENTUR escape 

ADL 

ADVSYS 
ALE 3 
AM 1GAC 

AM E GA.VENTURE 
THE KtFdU 

character sets 

CHARACTERS 
DRAGON WRITER 
DUNGEON BUILDER 
THE EXPANDER 
FONT CktAluh 
THE F I X 
THh FIX* 

GaC 
G ftt * 

uaC DATABASE PRINTER 
T HE uAL f hu 
GENES L S 

THE iLLUSTRATOk 

MEuA 

M 1 N I F I X 

P Al CH 

RAW 

FAW-EHUS1S 
paw-t el 
F I C - F I X 
P R ES S 
pi M 
Q U A I L 
lHE uUiLL 
EEC LA Ml EH 

f< AU A 

1 HE SlR!EE 
£ i AC 
T Al 

T a I LSP i N 


CQHFA li i t Cff hF UTERE i COhMEHl 
Level Q Nt^iw » in-house utility pnh 
c* fl E£46 j 

Electronic Arts iC64l 

hei Dfiun,« House lAMSr book listing, tape 
Codewriter tC64* USA Quill 
ALB t BBC f 

Futiic Domain tAM|l 

pub 1lc DomeIn * ST j 

Alpine Software (BSC NTh ARC> 

Incentive lAMli Coming soon? 

Public Domain \AM 1 j 

Ham i am Cor pot a tier tmanyi in-house, to loan 
Si micro iS^rbi GAC 
G i I so r t !$J40 Quill 
Couen iDRG> 

Dr ea eh \ Cb 4 x 

Gil 5 oft IS40J with PRESS 
3imicr o iS4S > GAC 
k e I sort i54 e) 
he 1 sotl t £ 4 b ) 

Incentive iSa 6 aKE CL4 t 

Incentive iCCaj disk-only 

Big 3 V, v i Cfe4 > 

taienlu, I Myth t£46» GaC 

CH L/C a me l Micros iSaSi good band,! 

GiIsort lS4 6 AMS C£4 ) Uui I I 

Gi 1fioft/keIsoit IS 4 3i Pau, pert or PTM 

he I so r t iS wh ; 

Gilsotl iS40i 

Gi I sort < £40 AMS FC; no C64/S1! 

Gi I Eor t/kel sot t 1£46 j PAL 1 , part of PTMi 
Gi l sot t y Ee Isoft iSAbi Pau. part oi F T M * 
kelsoit tS4bi 
G i I sot t i £46 I 

Gilsort/Kelsotl tSiiiu j PAW over ] a* a 

he I sot t i S4b j Lju 1 1 J 

Ij i 1 SO t t 6 £40 A11S C J 

h&isvH i SaE J GAC 

Scott Adams iCG4 j not ror sale! 

Your £ pec t fum \£4 bi list i 

Incentive «. ST j 

incentive ildbC ELt t GAL without graphice 
Micr odea 1 sST AMl j 




GAC+ Review 

Chris Hester ipvitws "GAO" from incentive on the Commodore 64. 

It alt started with the release or the ormni! "Graphic Aov&fiture 
lies tot". This was released bv Ihc&m Ivt ifi l9ob on the Amstiad lirst, 
a no t he Coniine dor e 64 a no Sped rum in 19BC. un tteii by Sean Ellis* here 
was a versatile aoventure writing piogram that stum Led reviewers and 
pic g rammeis alike. It was a comoineo text find graphics program* unlike 
G X I £01 t * s separate modu Its "The Qui H 11 and " T he I I iustrator " , so ail 
vpu needed to create a decent graphic adventure was load '"Gal 1 *! There 
followed a hbC text-only version Of the program too. but I bought the 
Commodore 64 "GAC** as soon as it was re J eased. Converted by The hid in 
the spring ot 1966* it proved immensely useful to a CE116 4 maiket that 
had been deprived or a version or "The illustrator 11 * and hence s 
chance to design your own graphic adventures* Although none ot the 

un i que characteristics ot the 64 were exploited such as sptit.es and 
quality sound* "GaC " was well worthy or the Gold fleet 3 awarded to it 
by " Zzap! 6 4" magazine., Or was it? Thorough testing bv my sell revealed 
a list or bugs and nasty things that could go wrong with the program* 
Most or these were avoidable thankfully* but they spoiled an otherwise 
quality product, with the advent or the Ifiblt compute)s* an Atari ST 
version of 14 GAC" was released,. known as "STAC".* Ihis was a far 

super i or versi on a I lowing g r a p-h i cp t r om a r f programs to be used and 

dmetent text rente* hence breaking the "Bamev" look that was an 

attribute ot the previous versions oi "GAC". That brings US up to date 

with ti>% release oi *'GAC + n in 1&S9 tor the Com mo do r e 64 only ana on 

aisk only as well, but betoje 3 can comment on "GAC^ fl as It Is now 

released, there's a three-year tale to tell of it’s inception! Head on 

in bewilderment*,* 


"GAC Plus"* as it was to be called* was conceived soon aftei ir GAC ,N 
as a super lor version with a host or new features. In eariv 1966 
AftiEtrao owners were the first to be told or a possible deluxe version 
ot "u aC", to feature a music editor, graphics that could be scaled and 
merged* a nd 1oads ot shading pa tterns, much like "3 he illustrator", 
Tne new program would even be mouse compatible! Available on disk* you 
could access other disks for data, iust like Imocom* ana hence create 
an innmteiv large a o venture! "GAC F I us" was to be released in... get 
this..* June or July 1966. That’s three years a a c ! 1 Later on that same 
yf g j * I nee n 1 1 v e a nn du nC6 d f urt he i news o f this siu nr, lng product. t>v 
now eagerly awaited. The release date had been changed to September 
19 66 and "GAl Mus n would then offer the Amstrad user a "perfect fill 
r outine 11 . and text on the graphics screen, plus the screen editor had 
ueen improved and now included a disk catalog function, iou could have 
redesigned characters for your text, a no room descriptions along with 
messages could oe 1024 characters long! fAs opposed to 266.j Fnere 
would also be a new improved text compression routine. Existing "GAC" 
users co u Id upgrade t ne i r copies for,.*, wait tor it... 1 1 e e \ CU Fit i w 1 se 
"GAC Pius" would cost £49.96* Ail in all. it looked good for Amstiaa 
useis in 1966!! 


io wfiat happened? That* on l v incentive themselves know* It would 
appear that they came across the ioea ror their 'Fittscapt 3D 
graphics rLiuiine and that took over. I would hedge & bet that the 
Amstrad "GAC F ius 1 ’ was shelve d and other straight versions or "GAC " 
r * leased instead roi other computers* They jnav have used some oi their 
experience in attempting "GAC M u s on the Amsirad to wiite t he Atari 
"STAC" version* but there femainea no "GAC Mu s'" for the S-bM 
computers until this year, wit hi the release ot what we now Know i 3 
Called "GAC*" on the L omme d o > e 64. So i i ■* * ftmaUoO useiS* vou've Iost 
out theie! How let’s explore tope trier ell the new and exciting 
features, in 41 GAC * M . * . 


e 






ON d tBf , Locks fust th* same 4 & "Ci AC " * Uh=i r' s th& mysjc ea Uci tc-r 
a start? The S 4 i could refelly f-&vt madt use or that, doing buiv ulth 
the feeble tt beep w created c y preset ng the "CTRL" tees and h| G ". You 
could have hao & piece or b&ch playing at the start ot the gfeme* and a 
piece or Tchslkov s ky during p \&y, * „ still* neve r m ind„ let's try out 
the thousands oi new graphics shades 1 * ve been waiting three years to 
try out - hope they're as good as those you get with ut inot L 1 s "The 
illustrator" - there, you could use certain shades to create whole new 
dolours and rapidly imp rove your graphics? U hat's this though 7 No 
extra shades? No amazing patterns? No stunning new features to scare 
graphics?? Nope. Wot a bit qt u, lo tell the truth there*s been 
absolutely no improvements made to the graphics section at all! Well 
then* That Just leaves all the other T&scinating features we can 
U£e.»* ei**, l nate to tell you this. but they're not there. tl 
appears "GAC+" is not the deluxe "uAC" I was looking forward tot 
Intact it isn't a n GAC Wa r te 1 i “ at all! It's lust "GAG ,* 1 with the 
ability to lint separate parts to make bigger adventures. That's it, 
£iu i isn't that alone great news? Yes, but ve * t e being conned* h loot 
at the directory on the disk o t " G A u f " reveals ai l we need to know 
about what "GAC *" real tv is* The disk bears a directory header ot "vaC 
USm 2". Get that? Nut "GAC+" but "GAC USft". Soon after "GAC" first 
c Ei me out, there was talk of an American version oi it be i n g p r o g r a mi/, e d 
to cater i oi the American disk market* Selling *u AC " in the States was 
no good it it couldn't make some use oj disks. So in the spring ot 
19&7. The Kio returned to the "GAC" cede he'd written a year before, 
l* nd put in the ability to link a great w&nv parts of vour adventure On 
disk. The Americans we l e bound to love It* To aH intents a no 
purposes, the American version of "GAC" i_s *GaC+" . Otherwise why has 
nothing been done to the code since 1967?? And why have we had to wait 
until 1999, two years idler, to get this "fake" new version?? And whv 
have incentive never done the decent thing fend released a proper 
upgrade or "GaC" that they set about writing back in i96G?? 

£o there you have it. Incentive have obviously thought what to do 
next: write tne awaited "GAC Plus" after ail, or get ria of the 
American "GAC" and push their sales a bit more, giving the pieg.ia.rn to 
an Independent distributor ih&ncy hodrlguesi and leaving them itet to 
concent fa te on what I can only assume is "Freescape kil". You see* 
arcade games taxe preference over adventure utilities. If anyone eise 
knows any more about this matter, please write in and tell me! 

So what exactly i_s the bener It of owning "GAC*" then? The only 
benefit i& that you can now create your adventure as laige as 
possible! There's no Conger any restriction on memory “ you can now 
create up to 2E£ parts to voui game' iUdl millions oi p^fta as vou 
might have hoped, but 25 & should be e nought/ This has the a tided 
attraction that each part can leature masses at text a no re*I It 
detailed graphics, )r you run out or memory, simply move on to another 
part! If you wish* each pert car. be only ore local ion, but with as 
much text a her graphics as will tit in t he compu ter! You could have a 
different graphic tor each object, displayed upon examining it, a no 
really targe messages too - even realistic dialogue that before m efh o r y 
wouldn't have allowed* how many ideas have you had be rote that to 
implement with "uAv'" would have filled the memory and not left any 
room tor a game? weal now you can uv them out! How about designing a 
space game where each part takes you to a unique planet, featuring 
lots or graphics and l oca lions? At last t he re's no limit to the mem:r > 
your game can use!! That, :r nothing use. makes " G Av. -* " worthwhile. 

That's the good news* The bad? if you're thin ting oi eipendir.f a 
full-size "■jAC" game using "GAv*" t then v o <u must male sure if doesn't 
use u|- too much memory 1 With "ual"* you had u| tO 2 j12£i bytes free to 
Ploy with* but with you only get 220GOr bytes nee, Gbviously 




that isft* t a problem to a brand new game as you go oi'i t£> second pai t 
it t he memo i v is i u \ l * bu t I c J isfied t fie pi agi am tv t r y i ng to I uaJ in 

a (u! i - size game into "GAC+" - the g^t was 1124 bytes too large:! 

There's rib warning about this in the manual 3 a I'm telling vuu new, be 
carer Lit about your old "GAG" games - make sure they t^sa than 

220 0 & bytes long be tore usnsrerrlng them into "GaC*" ~ Vbu might have 
to take out some locations and put them in a separate part* it s up to 
you, Or you might want to start fresh bn a 11 GAC+ 11 only game. It so, 
then you* i 1 be making use ot the LINh command, which is wh&t "GAC*" is 
ah about. This can link a lot ot different parts together m a manner 
that leaves the player to explore youi game as n it were much. much 

l^fger than could lit into the computer at one go. if you split your 

game's map into definite groups 01 locations, such as those making up 
a forest, a village and so on, then all you need id do is create eacn 

part separate IV inside ,T &AC*’\ then put in the coned LINK comma rids 

between the parts: So the pi aver could then w d 1 k from the roiest to 
the village, ar.d the disk would load in each part no matter where the 
player had been be lore or was set to go- The only j tqai fement here is 
that objects match between the parts - "a warn!" in the forest ipait 1> 

must a 1 so be "a wand" when the player crosses over to the village 

ipari 2>. So you'll have to enter many otnects again in each p&i l, but 

that's no problem. I’m sure some obi acts can be used in one part only, 

such as a grand piano, sav* that wouldn't be able to be moved I 1 on* one 

pail or your game to the next, so in the ne*it part, that object could 
be an da>- tree, or what evert 


black 
pro bIe m 


Gthfe 1 things to note are that there's an e r t o 1 in the manual 

concerning the colours used in the graphics swell on. Foi some reason. 
Incentive have changed the green and blue highlighting colours to 
and orange. The manual still jeiers to green and blue though, bo 
to "GAG" users upgrading, but it could cause confusion to 
people getting "GAC+" and being unfamiliar to "GAC*. black and orange 
7 Yea 1 that's right* Guess what* Orange sna d&ik b 1 ue tthe 

the most revolting, messy and unreadable 

01 an ge ew 1 ou 1 ? ! ? 
Tut tut. Why do 
when there aie so man, clear 
assume 
Mvsc 11 


high!1g h 1 1 n g ? 

background colour j is one ot 
combi nations known to Commodore- 64 users! why the 
Grrr* black on dark blue is readable but daik* 
piogrammers stiI I use bad co i oui schemea 
and readable ones to cnoose from? I can oni 
programmed "GAC*" 1 has a cleai monitor 

las good a? the Commodore momtots 3 reckon 
paint to you, but it gets to me. imagine ir 
colour TV _ what then? Whet hope ol reading 
then? P l o g 11 5 mme r s must ca ter top ail u 3 £ 1 i . 
programs oMeiihg not only t ne 
youi liking, but if that's not 
game* then there should be the 


seen in M £ pin d 1 zz y 


And there 
for people without colour 1 rs, 
assume alt computer owners use 


t ha t r he hid 1 who 
I use a clear TV 
t It mav seem a trivial 
I were using a really poor 
the text in orange on blue 
l*d like to see a Lot, ino■ e 
cha nee to a a 1 e r trie sc 1 een cc> 1 ou 1 £ to 
realistic 1 a s in a multicoloured a a c a J« 
option lor different colour schemes, as 
should also Or? a biack-a nU -while option 
ll not... why not? It's stupid to 
a r last, monitor. 


After that grudge. I see there's still no use tor X he "LAhf" bar on 
the graphics screen, ini the Amstiad version* mis shows youi l a s ^ 
command - use i u l when editing graphics, faut they've never cooed It on 
the ua 101 some reason, idu lust this bar next to the woi d "Las, I", 

1 r,e bar never changes - it's point less F However, in ht uAu+", the 
colours or the bar have changed in accordance with * he shift. from 
pieen and ti oe highlights it black arid bf o wn + h t i I l me a n i n g I ess . 


M 


u j 1 


Ui I j you're p f o t a b I V t h 1 r, 1 lug I didn't get on well with 
1 he contrary* I cjuiie like it, but it's dieadrully Jote, 
ad.enture market is shrinking ye a 1 I y as the 16 - b 1 t c oin pu teas 
over* so by the t 1 me you've written your multi pa it "Unt- 1 " gauie, who's 
going to still own an t? - b 1 t compute 1 on which to play 


** i j * t 

l Tie 8 - b i t 
t & I t- 


1 1 


t mu c£iu l d 


1 o 


have written three ye&fs 1 worth or gomes tiy now, tied Incentive kept to 
their ret esse dates! Never mind, "Gal*" is here, arid you’d best make 
trie most oi lit Get out your pencils and draw me biggest map yog can 
think or. There'll be no uouti# fitting it in to your game now; 

"GAC+ H Is only available from Mandy Rodrigues* 24 Maes V Cum, 
Llandudno* Gwynedd, LL3G iJL* 

Commodore 64 disk-only price: £2ti,3E - complete with manual. 

Upgrade price: &1C+&C 1 iwith voui tape or disk or "uAC" i 



Computer Dreams 

bv Alison Rinkelt 

At the computer, t*p-tapping &il day, 

I dream of places t&r, tar away, 

Swaying palm trees on a sun-drenched beach, 

It seems so terribly out or reach*.. 

Havbe this computer has a hidden code 
That could -just take me into another mode* 
Just press T for transport and watch the screen* 
As figures become places I've never been. 

Then through the screen l would simply rlo&t. 

No ticket needed lor a plane or boat. 
Suddenly I hear someone cal I to me* 

"Come on, dreamer, it's time for tea," 

But as i press "oil" and watch the screen clear* 
A sound comes t i cm within - it is t fie s & a I hear? 


Re p* ocjucecl bv kind permission or Mrs Alison Mnkeit/Wo man's WeeVlv 


i 1 









PAW Prints 

by George March 

In this first issue, t f d like to first answer the three most asked 
questions concerning any future adventure writer, which are*. 

(A) 1 know I want to write something, but 1 don ’t know what, I've no 

imagination! (B) Either I r ve got a few ideas, but that's it! Or 3've 
got so many ideas that 1 don’t know when to stop (this happens very 
rarely mind) and (C) I want to be able to do such-and-such, but 1 don .* t 
know how to do it? 

To which I answer., (A) Rubbish! Everyone's got an imagination, gust 
some peoples ate a bit more abundant. So what can you do to get any 
ideas? Just like me, you can try asking Other people what they would do 
in a certain situation, given the objects you have in your game to do 
as they wish with! Your local library will help, or T.V, etc, and are a 
mine of factual information. The T-V and films lmy favourites 'James 
Bond', 'Our man’ and 'In like Flint', 'Mcgyver', etc) are brilliant I 
find for giving me a prod in the right direction, and newspapers and 
magazines are full of stories about airplane hi“jacks, kidnappings, etc, 
for story ideas, and even though I can’t condone the nicking of other 
peoples ideas for stories (though the borrowing of routines is usually 
okay), a spoof adventure (eg, the ’Boggit') is a workable (if not 
original) idea. But the way I often go about it, is just to first sketch 
my few ideas down on paper, and to write a short story with them (the 
shorter the better!), taking any messages, location descriptions, etc, 
straight from there! (B) A few ideas (or a short story) are all you 11 
ever need to start any adventure, not too wordy to start with mind, just 
to get you into the way of things, and as far as having too many ideas, 
not everyone will be a good one, so don’t try putting too many into a 
game to start with. Why not keep some routines for a second game (or a 
larger 128 version), after all a game never needs to be very big to be 
brilliant, ’Behind closed doors' by I&enobi for example, which only has 
one location! And (C) if you're ever stuck with something, ask 
someone else] So why not try writing to me, see the address at the end, 
or care of the ‘Coder’. And even if I can’t figure out a problem for you, 
another reader out there maybe able tol But there's never any need to 
be stuck with an idea, or have to do without! So why not write for help, 
or with any ideas, routines, etc, which you think could help someone 
else, so have a heart and help your fellow programmers and myself write 
a great column! 

Right onto the column properly now, there are quite a few things 1 wanted 
to be able to do with the P.A.W for my own creations when I first started 
out, but never could quite handle, as there was nobody to help until now! 
Which included the printing of available exits on screen, for example 
in process 4 the routine could be something like this.. 

CQPYOF 38 110 LET 33 A MOVE 110 SYSMESS A 

The first action makes a copy of the players present location number into 
a blank flag (which I've used flag 110 as), the second gives the verb 
a direction number (I've used the number A as an example), ie, verb 
number 2 is actually the word 'south 1 * This next action moves the blank 
flag with the same room number as the player in the direction given by 
LET 33 ?, and then, if the flag is able to move in the direction given, 
the name of the direction is printed. Please note that a copy of the 
routine above exist for each available direction, just altering the 
direction number in LET 33 ? to match, and all directions arc measured 
using those available in the connections table. For example.. 

LET 33 14 MOVE 110, etc. 

Would give a sysmess like ’An open lift door’, only if the exits from 


1 13 


the players present room had an exit leading into an elevator, and ENTER 
was given as verb 14 being said exit* but for example what if there's a 
locked door which can be opened, then the routine would be*. 


AT R ZERO 60 SYSMESS B 

So is the player in room R (eg, where the lift doors are?] and have the 
doors been openned yet? If not then print sys B. 

AT R NOTZERO 60 SYSMESS C 

Just as before, just giving a different answer if the door has been 
openned* Sysmess £j - ’Some closed lift doors* 1 and C = 'Open lift 
doors, l . You must remember the space after each full-stop, for these 
exits to be printed as a valid sentence. Now the routine in response 
which prints these exits on screen might be.. 

EXITS _ SYSMESS D PROCESS A NEWLINE DONE 

Sysmess D = “Obvious exit(s] are 1 again remember the space! This 
action then prints an sys without a newline, visits the process (as above] 
which prints the name of the exit(s] available, and then newlines it to 
look like a proper message. Now this is okay, if the writer only wishes 
the directions to be printed on request, but what if we want them to be 
On screen all the time? Well these routines placed in process 1 will do 
the trick.. 

* _ 0 NEWLINE ZERO 0 ABSENT 0 LISTOBJ NEWLINE SYSMESS D PROCESS 4 NEWLINE 
PROTECT 

* __ 1 PRESENT 0 LISTOBJ NEWLINE SYSMESS D PROCESS A NEWLINE PROTECT 

The first four lines in * _ 0, and the first two in * _ 1 are just as 
P.A.W contains normally, with just another line space inserted between 
any objects printed, and/ or directions printed on screen, sysmess D 
is just the same as in the EXITS _ routine above, I've used another 
newline to print a line space, after the routine visits the process 
which generates the exit names, just to make it look a bit cleaner, and 
the protect action forces any inputs to scroll up underneath the 
location text (or whatever else is on screen)* Here's a simple idea for 
response to allow the player to change the contents of the open/closed 
door flag, 

OPEN DOOR AT R ZERO 60 SET 60 OK 

So if the player opens the door at a particular room (room R], and the 
door is not openned yet, the routine marks the door as being open and 
prints the sysmessage 'Okay 1 , Now the messages used in process 4 must 
be either MES's on their own, or SYSMESSes, but neither must have a 
newline, as the routine will look real funny otherwise! And won't 
printed as a continues message as they should {eg, 'Obvious exit (sl N. 

SE. ENTER, 1 , Orte of my other problems, was the creation of the ever 
popular wandering monster bit, which may be of use to a new writer, 
especially a 12E owner, so these routines first tell whether the 
wandering whatnot is in the same location as the player, and then 
generates a random movement pattern {or any other action, such as combat] 
for it! So first of all in process X just after the.. 

* * 0 AT 0 ANYKEY GOTO 'start room 1 , etc 

We need an action which finds and holds the moving P,S,I's present 
loca tion *, 


1 3 


* * ZERO 31 COPYOF 13 6 5 

If this is the very first time the enter key is pressed in a game, the 
next action makes a copy of the P.S.I's present location into a blank 
flag Ulag 65) and this next action*. 

* * RANDOM 68 

Randomizes another flag, from which the random directions are taken, 
and is then used as the number of the verb to move the F.S*I in (see; 

LET 33 ?/MOVE 65 for printing exits on screen). This must 'not 1 be 
included in the ZERO 31 routine. This next piece tells if object 13 
(which I' ve taken as our wanderer) is in the players location, and 
then goes onto a process dealing with its movement, etc. 

* _ PRESENT 13 PROCESS 5 DONE 

With me so far? Good, then for process 5 we need to handle the finding of 
the direction the p.S.l is to move in, and then the printing of its 
direction on screen. So is the random number generated in process 1 less 
than 15 [ie, a direction?) 

* 0 LT 68 15 PROCESS 6 MOVE 65 CQPYQF 65 13 LET 51 13 SY5MESS F 
PROCESS 7 DONE 

If so, then the routine goes to the process dealing with the generation 
of the direction chosen by the random number, if the flag is able to 
move in the direction (sometimes it won't, if the random number isn't 
the same as a connection) given, and is thus the same as that of a 
connection, then the copy of the P.S.I's new room is copied back into the 
P.S.I's present location flag, which then moves the P.S.I in the 
direction randomly made, it prints sys F and then prints the direction 
the P.S.l moves off in. Sys F _ 'The _ wanders off '. Remember the space 
after ’off *. Now the reason I inserted LET 51 13 before the sys is 
just to allow this routine to be used for other P.S.Ps if wished, as 
this is the flag number which prints the name of an object given in 
place of an underline in a message. Yes, but what if the random number 
is not available as a connection? well that can be handled just like 
this, . 

* _ 1 LT 68 15 MESSAGE 1 DONE 

The process goes to the routine above, if it cannot move the P.S.I. 

* _ 2 GT 68 15 MESSAGE 2 DONE 

* _ 3 GT 68 24 MESSAGE 3 DONE, etc 

I've left message 1, 2 and 3 upto the writer, and as many exist as the 
writer wishes, just by measuring whether the random number is greater/ 
less than a value specified, and now onto process 6 which generates 
the random number needed, and as before one exists for each available 
direction, exept for the last one which is taken care of without a 
chance option, as it is the last one in the process (ie, nothing 
comes after it) 

* _ 0 CHANCE 10 LET 33 2 DONE 

*1 CHANCE 10 LET 33 3 DONE, etc upto.. 

* 12 LET 33 14 DONE 


1 


These use the conversion nouns from 2-14 tor less if the writer 
wishes to give the player less directions) 

This is the last process in our sequence of three {process 7) and is 
the process dealing with the printing of the direction the F.S.I has 
moved off in, and again there's one for each available direction. 

* _ EQ 68 ? MESSAGE ? DONE 

Is the random number used in the movement of the P.S.I the same as an 
available direction? Again this uses the conversion nouns from 2 « 14 f 
if so then the relevant message is printed, for example 1 N* 1 for 
north, 'u* 1 for up, etc. Here is also a nice little routine of mine 
(which Larry Horsfield may (or may not) have used in the 'Probe 1 
(thanks Larry!)), to calculate whether one flag is greater/less than 
another (something the P.A.W is saddly lacking), and is best used in a 
process table called from response when needed.* 

* _ CLEAR A SAKE B C NOTDONE 

So first of all we need to clear the contents of a chosen flag (A) to 
use as a counter, and if the two flags you wish to compare are the 
same then the process moves onto this next routine. 

LET A 1 SUB B C 2ERG C NOTDONE 

Now if we make counter A equal to 1, and then take the contents of B 
away from C, if C is zero, then B is obviously greater than Cl 

LET A 2 NOTDONE 

But if C is not zero, then it comes here and makes A equal to 2, as B 
is then less than C, ie, if A equals X then B is greater than C, but 
if A is equal to 2, then C is greater then B, which could be used to 
test if one characters might is stronger than anothers like in a 
fight, for flags B and C could both be random, but i'll move onto 
some fight routines next month, so here's where to get in touch for 
any help you 11 re in need of, or for any hints you can give to other 
people, also please enclose a S.A.E if you want a personal reply, 
otherwise it'll get printed here instead*. 

G* E* MARCH, 9 3 ROBERTS STREET, NEWCASTLE UPON TYNE, NE15 6BE 
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Machine Coding your adventure 


Fart L 


by Paul Enunyte 


Perhaps some would call 
Writing'" q i " Blowing your mind 
is show how easy t 
your adventure 


this article "Masochistic Adventure- 
lfi three easy steps 1 ' but what I am 
t and more importantly, how individual 
can be wr*en written using assembly 


going to do 
and g riginfr 
language. 

I will start by showing how some ot the building blocks oT an 

adventure can be written, by building blocks I mean such things as 

command input and command parsing routines* Such routines may then be 
incorporated into your own b A 5 3 u or assembly language progr a fli s* 

I must point out at this stage inat 1 program using; a ZBGj based 
erob l v 1 anguage ion a £pecoy actually! so my apologies extend to ail 
you G£32ers as I am only familiar with Z SC coding. 

But why assembly language? Well, quite an easy question for 
starters. The processing involved within an adventure, such as 

oecodir.g and acting upon youi commands, is quite loi^e, ana 

consequently rather time consuming When achieved through fcASlU, or any 
other interpreted language. Trie problem, in this context* is that with 
Interpreted languages the CPU has more work to do breaking down t Pie 
high level language statements into coce it can act upon when the 
program is executed. With an assembly language program* be lore 

execution it must be translated into machine coue by a special pro gram 

called an Assembler. When it is translated, or assembled* in this 

manner* the output from the Assembler tthe machine code> can be 

directly executed by tr.e CPU - Thus, an assembly language program* once 
assembled, can be subsequently executed without any furl Pier processing 
1 n vc tved* This leads to a significant reduction in processing time 
which* in adventures peak* means taster response limes. 

There are other advantages gained with using assembly language, 
such as more compact and tmc 1 eiU code, although t he speed 1 actor I s 
probably the most important. 

a iii assembly language i £ a programming language whose instructions 
are written In a mnemonic rorm. or a lorm in which 
suggests their meaning, as in the following examples; 


thelf sound 


Lb A,£7 
1 NC A 

CF 72 


load accumulator with decimal 27 
increment contents or accumulator by 1 
compare contents pi acumutator with decimal 72 


An important feature Of assembly languages is tnat assembly 
language instructions are based on a one to one relationship' with 
machine code Instructions* For example. to tale one or the above 
examples, 3 NC A is re presented in machine code in one b .■ i e as decimal 
6®, whereas in a &A£1C program a statement such as LET A-a*L would 
translate to several machine cooe instructions, and be several bvtts 
long. 

As I mentioned briefly, before an assembly language program can 
be executed it must be translated into machine code D> a program 
called, an Assembler, Machine code describes t he binary patterns, oi 
digits, which form instructions which t fie uF U can directly aci upon. 
Mast Assemblers include so trie kino or editor ioi you r h cod * iiiut 
program into. Once coded, the program IS assembled aid, voila, j%>Lk 
hn . 6 executable machine coot . 

foi these articles to be oI much use to you, ,ou will need an 
A S s e mb i e i yours ell. I use h i s O I L S !■£ V f A v . 1 wilt a l s i j a S S ujne . e. u h ^ . % 

a basic und a * s i and i n g ot as semi iv languages. cut roi these who are 
quite lost ur^n tain ot bytes* i I Oa. t i n g p'u i r. i arithmetic and 
hexadecimal r e pr ese-n i a t i on fills, the a i t I will willingly he 1 | ■. a s 
best | can* either thiough these pages or on (* personal basis, 
according to demand. 


1 <5 


ZL & <Z> 


UitMn Zcjtf assembly language* Ihert are seven main r«^istti ! ot 
v a r ibt ks, tich only byte tor. g and thus able to like valuta I i cifn Ci 

to 255. These registers are the A* fc, C* P, E, H and L tegisleis, The 
a register is known as the accunu! s to r and is used tor niCiSt arithmetic 
and logic operations, The other six registers may be paired together 
as BC i LE and HL and in this register pair term are two h.tes lung* 
and thus able to take values non id to 6553^. 

Uhen writing in Z66 assen.bj . language an 1 nnj. o r t an ; note to t-e-ai 
in mind is the use of BUM calls to ease the prog i a mining enoi t , Aiier 
a|1 ( it a routine already exists then that cun be used Instead or 
wilting your own. The main advantage is the memory saved t, using b 3 
h/te lALL instructlGi'i, rather than duplicating <tn. C oot-* 1 _i 1 i j he 

using several BUM calls in the ceding. 

I could write at length about the syntax 
instruction set but this nta t detract somewhat 
actually wilting sorut code so 1 will now list 
pieces oi code. 


and use ot the Z 6 

1 r o m the obiectlve* 
some tDiiwnirn I v used 


□pen channel 2 - this is necessary to print on lines & to 2i 

LD a* 2 - set accumulator tor channel 2 

CALL 5C33 - call * cr^n channel* routine 

Print a charades : 


Lb A , x 
h£"J 16 


load accumulator with ASCII ch&iacTei coae 
call ' pi i r. t c r.a racier' r ou tine 


Briht a EL ing ot characters ( long method); 


Lb & t 9 

LI* HL* STB I MG 
LEJDF Lb A . ' HL t 
K£1 IL 
l Ho HL 
t»J ttZ Luuh 
kEI 


set tot & characters 

point hl at start or cha r ac te t s 

pick up charactef at iHLj 

print character 

point HL at next character 

decrement b n- t ‘islei . i 1 non-sere 

return to system 


juirrj to LulP 


S'\ K I Hu L* bF M " Advent ur e " 

Print a string of characters is ho it method!: 

LU L*fc*iThlUu - point Lk at start, ot characteis 

LI/ 6l, 9 - losd K with number ot characters to p i i r. t 

uALL 625 2 - caii * frin; chaieaters' routine 

kkl * r t L U I If t O £ V S t 6fll 

STM Mu LLFH H Ad ven t u r e '* 


The*.*; last two pieces ot code he I p show <-be usefulness of 
upon i cull lies already in kvll. both roounts achieve the same 
our t. rie second elves a saving ir. men, Of y requirements- 

I he calls i- o i*j shown aie bm > iifpl lCitle toj the Sped 
l fit | i i nc i p o i s exact |a the same tor other Z 8 <? b a s ^ cf machine 
as t fi t a m S 1 f ad. ‘I h c- c.r.ly r e a i d i J i ertnef- i i on. machine to m o 
l, he a d d i £ S £ sj'ccil ltd as part or the -L *LL s -1 & t emeu t . 

bote t ha I use is made- or a LxPH statement which is 
assent i > language iLiiiucuch t 1 j i an a a s e mb l e i JiifiLi h'r and 
bx the o s sefiiL. a t -i program when assembling the sour ce coae . 1 

directive tells U’-e assembler to r e s e i v e space in me mo t , e ^ u 1 
sizt oi i he- o > e i arid, in cur c^;* y bytes, and define' the com 
t f, i t £ pa o e i o be s e f to i r,^- e. ?, ■. l I r e | i e t e n t a 1 i o 11 of the r 

ou i cast "Aitvenl ur t". Thus* ‘n coni 1 g uo-u s b T Its l o I ie« l ivg 


cal 1 3 n L 
res-jl K f 

r uni l id * 

£ , suet, 

hill* IS 

ft g i h i ■ 

a used 
f.S L'tfH 
to the 
e i't i i L* f 

and, in 
the htT 


1 'T 


I ni i ruction would be set to the values fab, ift,. t i lfi, , , a N j so on* 
Ihtse frfe the ASCII equivalents or the ti.Ai&ciei t ^Ad -* . . 1,1 etc. 

Other common ( y ustd directives are ones such as DtJ-b. tor 'define 
byte*, and tOU, lor 'equate daoeJ with ope rand'. As 1 use each ol the 
directives i will include an appropriate comment to describe it's 
t u n c t i o n. 

Reading the keyboard Is, or course, a prime concern and on the 
Spectrum a technique to: this is to continually 
F La Ui system variable U t add jess 23611), £ it £ 

h frOH routine which is c&iieo automatically* 
the ASCII code foi the key press is stored in 
variable (at address 23S6C / . T he f o I towing code 
read the keyboard: 


on 

check bit b cm the 
or this address is set 
When a ke, is pressed, 
the Lm^I kt- t system 
can thus be used to 


RES 5.IIY+1) 

LiAlT HALT 

BIT 5, I I Y * 1 > 
J ft 2, UAIT 
LL A, C 2 356Qi 


reset bit B ot FLAdS 

ilY is a register pair normally holding 236 L Cm 
force Spectrum's KEYSCAfl routine to operate 
test bit 5 ot F L a b 
lump bscfc if ttag not set 

store ASCII value of key press in accumulator 


Me*t moon I wlIi start the design and coding oi a command input 
i out i ne a nd b y that time I s h ou ] d be able ic or rtr so m e a m s 11 a d 
specific routines as well, 

3 we I com* any queiies and corrunants you ha T - e and will help *1 t h 
far.v problems as best d can. 
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Crossword 


horizontal clues 


VERTICAL CLUES 
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fry? I t * 5 h plus w 1 K h Maths liJ 
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BE sling creature (Si 
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yi|] _,ijr>L oefois a thirties i3j 
- g a t hi C h i l£ tl& p i a v fOi 
fltiLOred p£/ipr«erai? i9 > 
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tr.fc r short io ou y a hot bowll 
i 3 J 
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Ifc ■ i r.^doH' i ^ i 
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B@ iUi dc 9 e k am r or J np: i it)' s 
citoloi a minus Vc U,t j 
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Au t urn? t 6) 

gFl Home ct the Three tears ai o 
crul 1 1 e l E> 1 

EE He-p tune's delight <3i 
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t h»? town ( L i 

SDO Ftfbleu beast it toinea 
c Dill pu ! e ( lo 1 

m 40? / v boihh The fcess hit 
without the beit? i9 or 3.6/ 

HE Msk lurther ir4Gf n«Uon 1 ) ; 

HE Ot'EtflCl e < 7 > 

m rod Hu | J * s i nr emeus fc i i d i .3 ■ 
EsCI l ^ D genre tiling over 1 r om 

an riitur fi’ <1,1,13 

cn He i hod t 6 3 

cm ■-fashing icon t £ 1 

H2 leach stills on trie rails? <K‘ 

pity! I l.i ck i i j 

BE nil o t- i e c t s ire red hearing; 

Without a - - - Ui 
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Whatever happened to..? 


fc*ch month I'll be taking a \o ok at p rograms the companies i*rt on tr.t- 
shelf. Adventures that tailed to appear; utilities that Wfli * n & ,tr 
completed. It you’ve any suggestions for this part ot the magazine, 
wh„ not write in and let me know? Maybe there’s a program you’ve been 
anticipating for a long lime that seems to have been tor gotten about. 

^ £* 1 1 ^ y O f *T h & £ <—> t i f—. 

To start with* remember a classic adventure that had many BBC 
owners raving over the graphics? Yes. that’s right. A BBC adventure 
with graphics!! A seemingly i&rt beast and iat once BBC owners weren’t 
r or ced to w&lch their Commodore and Spectrum owning friends enjoying 
games wi t ft graphics that, when conve r te<j to the memoi y -1 1 g h L Beeb. 
always came out te*t-on Iy. The game? “Twin Kingdom Valiev” from Bug 
Bvtel The graphics employed a unique compacting routine that occupied 
abut BY yet was able to give hundreds d| large ana colourrul pictures 
to all the locations. Tne trick lay in using a set or base graphics, 
sucn as a chair and a table, and repeating these throughout the game, 
but in diiierJng sifts and combinations, [ t you’ve seen “The 
Illustrator * It’s very much like t he way you can move and sc* k e an 
object, all from one initial drawing, bell, wasn’t "ThV" a good game? 
What better than to release a follow-up,.* 


Since "TKV 11 was releasee on the BBC, it became subsequently 
available on the Spectrum a no Commodore £4 too, Owners ot the latter 
machine looked set to be in for a treat <ano profcabJV other computers 
tool When in early 196B* plans were revealed for a lOJiou-up to "Th 1 -” 
tu he called “valley Or The Source". The man responsible was Trevor 
Hail who was claiming the game would Tenure hair a mi l J ion locations! 
Wow ! f ! [he player would f.sve to search through these (what* D || ol 
t hem? > In order to rind the source or the River Cl r Gold irom “TKV”. 
Amazingly, each location would h&ve tour views in luM-screen size, 
kike 'Lords Of Midnight". There would also be animated sworn-rights: 
possible between the many interactive characters. All sounds u bit 
like "L-eiender Or The Crown", but don't target this was 196a! The game 
was set for release at the end of that veai, but only on the Commodore 
12B due to the many astounding features programmed in. 


It is now four years since the game should have been released. t 
reel cheated when such incredible claims are leaked abcut a 
ror incoming game which then tails to appear. Where Is It? I want m v 
"vaiJay Oi The Source"!’ Imagine all those tee l POO locations to 
explore - months and months or adventuring to enjoy! Each location 
graphically depicted! Surely a winning program with so many stunning 
lectures? But that’s just it. There must have oeen too 
ror the good oi the game. Imagine if 
the Commodore 126. You'd baje]y have enough 
locations, which would have to b 
pictures ot them, never mi no a 

locations and you could do a game in 32k’ hair a million would take 
more like a super - com pu te ( ! But memory's no problem it ,-ou've access 
to a disk dn ve, vou si*plv store as many pztxs ot your game as you 
like onto as many disks as you like! I nr heam games aren’t limited bv 
the internal memory of the computers they fun on, the text is stored 
on disk, waiting to be calked up whenever necessary. Htnce tr,e 
abundance or ten in. an knfocom adventure, flow hau it oeen infocom 
instead of Bug Byte attempting ’’trail ev in The Source" and I recion 
we’d have seen the game in the shops as scheduled in I9£^i 
no doubt that a lot Of people would ha-t bought 
” Twin Kingdom valley". 


ma ny 

man y features 
you were writing an adventure on 

itorn for all the 
e compressed or course. let alone 

game its well ! (Jcu tale a hundred 


in i \stt • 1 also have 

it on the strength or 
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Next month 


Hope r til l v. h&ie'ft what's in slot t i o r Issue 2 ot ftdveniuf e CoOifi 
5u t m l d- A u g us t! 

* the first lei. leis page* ’ that is. unless no-one elites in! 

* bn article on ad vane to PAL i outs nes Mom a top adventure cc^f-dii., 1 

* less ot me, mtj ■? or what yog’ vt written, so get writing and see vtui 
name J n print,*. 

* G a C a no G A C + pokes lor the Commodore 64 to alter the screen colours 

* a see per look at G A, C general l> a, no the bugs to avoid 

* some CIaC routines i or S3 users 

* another superb story 

* more amazing artwork t ? > 

* b loot: at another p i o g i a m that n e v e i got released - will it t>e a 
utility c-r a game? 

* a i ur t r.e r de-ious cr os-.jo; d to tairte you, f I us tne st> r ^t s to this 

lil O 111 ti ' h. 

* the Second |i ji L oi Paul biyrrce' S fascinating article On m3 £ t- i i ■ £ 
coding voui adventures 

* more p*w routine* in uecige March's PAW Prints column 

* another wacky z a n v chai l - what’ll the subject be nt v. t monlh^ 

All this, plus * host oi other items in the next issue oi Adventure 
C o o e i , o it I 'r E i ! 
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GAC to the drawing board 

fc? v thus Hester 

Graphics in adventures? Who needs 'em? But you've bought 
Incentive's "GRAPHIC Adventure Creator'V, sc you'd belter make use ot 
the uci l i ties ft oners, Besides, without pixel-pretiy pictures, your 
mega adventure won't be worth a thing in the big bad professional 
market out there* where no piccies means no teddies, like it or not, 
bevel & have 'em, Magnetic Scrolls have 'em, and now even Intccom too* 
So, unless you're satisfied with selling a text-only game on the home 
market tand why notT^ then graphics are a must* ua-C doesn't score too 
badly here* though it's far rrom brilliant, l hope to snow you just 
now to get the most out 01 what's on otter* 

O o 1 o u r 

The right colours are eg s_e_n_ i. la ] _ to a successful graphic. Ti y and 
choose colours that fit the sup tecl you're drawing* A garden would 
probably need GREEN* for the grass, and a BLUE ror the sky. M the 
text for your garden describes a prominent nee, then that should also 
be visible in your graphic, so choose a wood colour such as BROWN pr 
uR ange ror the tree. But wait! Tress can also be GREY pj WHITE and 
many other natural shades* so you're not limited to just brown* Lron't 
choose a bao colour* though - blue would be most unsuitable tor a 
tree! Since vou've only tour colours to use on the Commodore 64 and 
rtinstr&d versions cl GAC, tiv a no encase tour colours that not only 
give you enough to draw your whole picture, out also look good and mix 
well. Blue may be fine ror a sk* and orange line tor fruit* but come 
to shading the background and you may rind a shade rrpm these colours 
looks revolting* sc you'll have to alter your blue to cyan to get a 
decent shade* With the Commodore 6a. blue and orange give a truly 
disgusting shade, rippled with undesirable lines. Experiment by 
cycling tnrough the colour bei at the side of the screen until you get 
a good mix* Shades can make 01 break a graphic, so get wise to deeehL 
combinations ot colours as you can use them again and again in other 
graphics, even selecting colours for a good shade to start your 
graphic with* Shades are essential to getting bevend the restrictions 
or Just four colours. (Thev can be a two-coioui potted mix using any 
or the lour colours* j For instance if your graphic uses red* yellow, 
green and blue, straight away you might realise that it'J and yellow 
will give a shade resembling orange* Also, yellow and blue will give a 
green, so there you might not need to select green list it as one or 
tht four colours! Ih&t gives you the chance to select anot he 1 colour, 
s av purple* 

There aren't any set rules ror colouring objects, you have to learn 
from experience, Often what you think will ue a suitable ce-iouf 
doesn't somehow look right on screen and you may find an unusual 
colour works better. As an example* vou m&v have drawn a room with the 
doors visible ana decided to have these while* Hawevei, this may lotn 
too harsh and cold - pet haps your room has a rireplace inside It? It 
so* selecting yellow instead or while mat give the picture just the 
f i£ht warm! ft 01 cuioui and not loot unusual with ye mow moors. Mt 
least you're not painting tn oils, wnere vou'd be stuci with a coloui 
once chosen unless you pa 1 ns t a 1 i n g I y went over It with another colour* 
un the computer you're free to alter youi colours as vou wish until 
you get them right* 

Another point or advice is to avoid overuse ot garish and gaudy 
colours* 1 ou may third i he v look good as colours on t fit 1 1 own but 1 he 
resulting graphic might well look a horrendous mess, Colours around ut 
are geneiaHy a lot duller than those on a con, puiei screen - a uiln in 
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the p j i K hQulJ fiOSeht you r.oL wl lh 
bright Orange. but A wh&lf rAng*- Oi 
Uee| ious shades ot browns that &ie be 
isn't as jet black as you get with a 
sun. or a lamp in your room, a black 
da; k grey on trie sides, only near 
black, There might also b& a white 


ti J l g ft t red. bilgl.c i v v n fdhU 

gffrfrfiS, santt ijul le dill. anj 
end cheaper com|. u te f s , fcven black 
computer - due to light from the 
ball will appear grey &nto( ana 
the bottom will it appear dark 
highlight! a reflection &i the 
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Iightsource such as An electric bulb visible, Black? Not quite. 

Commodore is blessed with three shades oi grej as 

white In it’s colour p^Ulit, so objects can be 
realistic using shades ot all three greys- Vou 
historical adventure, perhaps set in tne Twenties 
to use "’black and white"' pictures in your game 
grey* dark grey and black* It would look very atmospheric! 

Colours are in the end personal and no one can say such-and-such & 
colour will be right to: v&ur game. ion must taperimsnt and learn 
which colours woii best and which you like your salt. Most or all* have 
lufi! 




ti & O t i u e 


This is an extremelv userul tool ror designing voui graphics, 
basical l v * perspective is a wav oi s now i n g o b y e o t & in t n e mo s t 
lealistiC wav possible, so that oniects far away appear smaller than 
those near ei you. and at me correct angle. perspective works cn a 
grid which stems t rom a local point. This is the Tir&i thing to 
establish. The fecal point relates to where ecu are looking at a 
?cene. This determines ho w your o b 1 e c t s will appear in three 
a i me ns i ons * Pei sp ec t 1 ve i s a ve i f realistic appf oa ch to use a r*d > o w 
mav t i nef it too real to use, peiteiring a mote artistic merhod or 
oi awi rig; /our graphics, bur l doubt m ifitv 1 li be e^acl and I 1 vt seen 
manv a g^m* wheat the law a or perspective have been broken Su badiv. 
obiects in the same room appear to be racing completely different 
wavs, as ir §iuck on the scree it and not in the ro^m depicted at all! 
iou can’t go wicng with perspective because once your grid is set up. 
everything simple n ts gihd l na t , losetup t tie w ho i e grid. decide 
w fie re your i oc a i po im w s I j be then. Me vou looking at the view I f c-ru 
a doorua/ into a room? If so, place the to cat point half-way down the 
screer, ir, trie middle, iou might tile to piece a hot as vour first 
g l a v h i c command s \ i»ce the cursor staits ba n g i ii t he middle o i the 
picture, but ma/te vou* re looking down from a cast it over a village^ 
Then the focal point mu&t be placed high up. bur not necessarily 
the middle oi the lop- line, iou might be look mg out oi 
t u i ret d .our c a s t I e a no it might be an l c tie the r e i o r e to 
e oca j point off to one sioe a little, as it you were viewing 
Trom the side. Ii you*re looking instead at the css'-ie gates 
u-f t ne s s o i the mo a t l he v i ng fallen i n I 1 t hen pi pCt l Mr 1 c-ca l 
the uc/itum. Ha.itig decided upon the viewpoint ioi V our picture, 
a it ot these. From that dot* most o i your 1 rnes must stem! 


I h 

L 11 e left 
set the 
tr^e s:em- 
t r cm t he 
pO I h I, DM 
lace 


I rind that a ict oi atiects start ot i best as a sim;:3e box share 

t i cm which you can go on to alter that shape to tne object re^uireJ 
anu ado detail, Before you put. in any ooiects though, you must think 
About the space me* will occup*. Are- they in an open lie id or a smalJ 
i com? Car, * ou see the whole cn the room, or are you at t. ne side ci if 7 
t'fic-n l wrote tn,, i&st adventure. " hunawa y*’ * for nit uomtiiocic-r & Cw. 3 del 

it inside a house which meant that each location was ii'i-ioe a fociv. 
T o i convenience i also maae most rooms the same sice. '1 he plover saw 
i i.e who i e room i he £ r a y n i c * which m e a ti t a lest wall, a light « a M , 
a Part wall, a celling and the ilooi. I his was like jooi. ii'ig into a 
i tci iiii|ul a; tC'M 1 he toe a l p.o i r. L was consistently in the middle or the 

screen *j e wtN, From triple, 1 drew Tour Jmts out I t Ofli tfie middle dot 
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tht - Gornfiia of the bor £Jcf . Ibis gave nit t he I Is, c& i I f n j t* nd 
ilOcr though it looked tike the room went on lor infinity, so * back 
U3M uss needed. This was set up by placing a large rectangle onto the 
lines. This is where a gita comes in immensely handy. Drawing the room 
I reeiiand would mean you'd have to use voui judgement to place the Dacl 
wall accurately. However* with a grid or lines drawn to the middle 
roc&L point put in first, the back wall haj, to Mt onto the jour 
]ints* or it'll simply be wrong. Once the back wail was put in* the 
room w&s complete. This bow-shaped room could then be called using the 
Picture command at trie start or every new location, but what about 
objects inside the room? My nrst object to insert was a bed 
stretching irom the left wall to the middle or the room* Here again, 
P& r s pec tive came tn immensely hondv. fo draw the headboard or the bed, 
ail l had to do was draw a line out lr Dm my tocal point ha It-way up 
t he Iei t wa1 I , rot!owed by a straight line down to t he t Ioor , Again, 
trie bed could be visual isetj pr i ma i i I y as a bow-shaped object. The 
trouble comes when vuu tind that you've drawn the fines to make up a 
bon but It hooks like one or those wire-frame models. The trick is to 
eliminate the lines that won't actually oe visible, i,e. the back oi 
the bed and also the edge or the iicoj that the beo covers up. To do 
this requires you to go back ovei your lines only drawing those 
that'll be seen from the viewpoint oi the picture, j,e. the lionl or 
the bed. the remainder or the wail and fldot, etc. M you rind this a 
little complicated, then select a dll rerent ink colour to show which 
lines you've gone over - you can always alter the ink colour again 
at ter wards# I found It best to step back to the original lints alter 
gi_jng over them and deleting each line as I worked round the object. 
This meant that when you got your whole picture to draw up a[ter wards, 
only the correct lines c& me up. I he be cl- or an object would not be 
□ r&wn up, as you'd have deleted It, note that many lines are simp-W 
deleted away from the wire-name abject and not gone over again. 

1 o u r e not dup I Icating your work going over the lines, you're actually 
selecting only the P^r ts or the viie-jfame that you choose to be seen, 
iqu may rind that some lines enc up with a traction Of their original 
length, yer that bit nvav 5 e ntctssii v to complete part of the object. 
When all this is done, you'll rind the object looks incredibly 
realistic and accurate in it's setting, as you can see from the bed 
anj the wardrobe in figure i. The wardrobe was set up again as another 
Lok and it's hidden lines removed, that the viewer wouldn't, see. Note 
that part or the original box shape or the room also gets deleted, and 
you can see how the bottom corners or the back wall have become hidden 
rrom view. Tilt is requires you to step back alter wards arid delete t fie 
Lock wall rectangle, having gone over t fie r e m a i n d i n g visible lines 
around it. It may sound a little complicated at first, but you'll soon 
g£t the hang or things and be creating your own graphics that loot 
just right, call t ham d b graphics ir you like! 

E 1 ] 1 |c i see 


These are the two most useful commands in the graphics section 
CiAw and vow'd be surprised how versatile they can be, Ellipses 
stretched ho r i son tally and verti c<a lly giving rise to circles 
Start* Uhst better shape to use rg: a giaphic? a circle can be 
be a sun in the sky, a w fie el on a ear, a crystal ball,, 
using a pe rspectiue grid as above t fit vs you'll I i no you 
c,fcl#s 11 ' yiliI picture as ii thev're lying on the walls, simpi> 
u^ing an ellipse. Take a look ai the mat on the Moor 
the v i ewe t * this is clearly a round mat. 
ellipses - in other words the circular m 
on the floor 


i r 

ca j i 


O T 

can oe 
for a 
made to 
you’r e 
iuse;i 
by 


in t 1 g u i e l , 

v ft it is d j a wn u s fug 
l has beer, stretched to 
tan vou spot any other ellipses used in 
Hbw about the wardrobe ctooi handles* Amazingly they 
lust two ellipses, small enough to break up into 


show the curves anv liner so the till pics appear tagged* How 


To 
t wo 
I l e 

the room? No? 
«■ r e drawn using 
pixels that L.a it' i, 


e y e r 
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from this Deing urij£snitu U adds to the entit and creates wh&i 
wou id o t he f w i & a Uke St'vti a i i i nt i and dots. L S i i p&tE c a n be- u^td to 
look like lines* thus saving vital memory in the computer, the handles 
on the two i oom doors look like they were drawn With a dot and a line* 
T he y are i ivr a c t also ellipses, t na t are so = ma i i they a p pe ai as 
crosses that overlap onto the edges of the door* Goocl, eh? See lor 
your se1i the many shapes e 1 l r ps e s ca n create - t he smaI le r t he> a * e 
the less like ellipses they become, There's even a wav to chop oir an 
ellipse when it looks like a circle to give a semicircle o-r less! ThJs 
is shown in figure 1 at t he corners oi t fie border, There, an ellipse 
was d tawn at the corners so that thfee-^uarters or the circle would 
have had to be drawn outside the edge oi the picture* Since this isn’t 
puss role, uAl t fattens the cjicle a I eng the edges* yet leaving the 
part inside the picture nice ana iound. Hence you get a quarter or a 
eiicie! This is useful Tor corners and shapes such as a setting sun 
place the sun at the bottom of your picture and it’ll flatten Out to a 
S e oi 1 c 1 I c 1 e * 


R e c t e* n g 1 s 


One of the tricks f round here is to replace two adjacent lines 
with a rectangle. The eoge or the wardrobe in figure I might be drawn 
>n several wavs - with lines and then lit Ling the Spate i nbe t weer.. or 
with lines and adding a couple of inner 1 i he e to draw over tne space* 
both techniques require man, lines, at least three. How ever, uitk lust 

two recta n gtes ,-ou can create the sa^e street. S i i m the rectangle down 

untrI the aide; touch and you rose the middle space - you now have 

what looks live two lines together, which are r eaMy a cI o sed 

rectangle! Made this down and it takes up the room previously needed 
by two lines, open rectangles can also come in handy i r. replacing 
wasteful tires a & in the dooi on the back wail* i r it ueren’i ter the 
bed. the door might have Deer, qrawn with s > x lines - three along the 
outer edges and three r or the inside flame* However, 
lines, why not use two rectangles! it doesn't matter 
might ovei tay another line i n y ou r picture as >■ on * I i 


u £ 1 Tp g rectangles instead at lines, 
and one ror the innei nanse! Alas, 
i tscu 1 t had to i i lies as the Curnei 


One for the out e I 
once l put the bed 
or the bed went 


instead or al» 
t ha t a rectangle 
t>e saving bytes 
edge ot the door , 
in* I had tt 
over the oooj ! 
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The Burning Man 

<1903 Rewrite* - an original *fci> by Christopher fC > 1933 

It alt be gin one night in t he wa r ifitfi q f a oo 9 y living r oom, The 

year doesn't matter* nor the day, Judy Say comfortably on the 

teal-green sofa, enjoying the heat or an open lire. She jelt relaxed 
and easy alter a busy day at the oil Ice. Her auburn hair tell down 
around her slim neck touching Lite cool pink dress she wore, w 11 h a 
lipstick red belt, Judy was in her early twenties yet she still 
maintained the youthful look she'd perfected at 19. Sn* pad never 
married and only dated occassionally, The relationships neve* Beamed 
to last long* Uha t rii& St mattes, she thought, and stretched out, 
dropping oil her white high fie els into the carpet floor* 

Flickering fire tight softened the hues ot the room, painting the 
walls with dancing shadows* Just tight, she thought* smiling to 
herself* The fireplace roared ana crackled* a small chopped loj; 
burning nicely on top or the flowing coals* Judy i o c u s e d on the log. 
then the coals* Hot, hot i /it-i ou r r,, as nor as he j f, the flames were an 

e v ^ i c ha fig i n g pa 1 1 e r n * a p I a y Of lire a n d light. / ca n a i mos r ye out 

gloving shapes, * . thought Judy* studying the riery flames from trie 
coala. Diisetent shapes, tike animats, biros, a race,,, 

A face. The face of a man* His eyes burning out at her r almost 
real* To o rest, she thought. But the face didn't change. Judy blinked. 
& t i ] I a face, With a nos e * a nd a mouth, lips on tire* The lace grew 
clearer, the heat more intense? Judy watched flabbergasted as the face 
appeared to rise up trom the coals into the lllesized head oi a man. 

"Do not tear me, young lady," spoke the fiery head. with a rough 
tone. ”There is nothing to be scared ot . tou are a pretty sight.’ 1 The 
head rose up, revealing shoulders tnat soon gave way to arms and a 
chest* until t he blaming figure of a whole ma n a p pea red at the 
rue place* His body burnt with a Ferocious heat* gieat t lames licking 
his entire body tram head to foot, Judy lay Irans fixed upon the sofa, 
not daring to move* yet she felt strangely unrTightened by the figure 
before her. He held out a hand* it’s fingers lost in the engulfing 
rage oi heat sizzling the air. 

"l Otae with me f young girl .' 1 asked tire burning mi n * "'% ou will know 

what I know*,*" 

And i , , a nd wha t i s t ha t ? ,H s he 39i ed the man on lire, cs u 1 1 on i n 
her voice* Was site now dreaming? 

"My life is the lire or tire* the life or eternal heat. See this 
hand* this booy? It is on fire* yet I do not burn away. I am pjoot 
tiiat I exist, forever to live enrlamed.” 

'’Where*** where do you come from?" she asked him fig fifing a desire 

to leap from the sofa and run, yet there seemed to be no leaeon to be 

at raid. 

"Ah.*, that is a long storv. I was once s human being, existing 
like yourself* with the inability to withstand strong heat, for 1 
would sufies great pain from burns, feut one da, l was at home, sal m 
com r oft, whet'j I thought t could hear a noise outside the room ! M.e 
11 ks l of a bon f ire* and 3 realised t he ho use w^ s indeed on t l i e ! 1 
struggle^ to i each the door and escape, bui l iet in 1 he I fames and 
the hi eat forced me back. L fell over, and tried to i evch the window, 
bui the tire had leapt tc the curtains and the whole icom was at Lace, 

l knew I was tapped, not f I -me si l ici ed &' m* t I e * h as am*, l* ^lo.jd^-d 
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iiMt- (ur t ga. | collapsed and was Burnt to but new I stand 

heiitfp Stili burning* Wr^n you lit the open fire behind me* t u d $ gi en 

a chance to 11 f Ci r in fft*' bod y hart, t in t he str&nf t ti c. i t r. t f I a n, e & * Fire 

was cnce ni ‘ r bnemv* now it u fnv i fiend. Foj , you see. when 1 died. m. 

soul was not allowed into heaven, but sent straight to heJ I, You want 

to know what hell is really like? 11 Jud. remained silent f feeling t 
ml h turo oi suppressed sympathy and fear* 


I 11 tell y ou w ha t hi? t 1 is really like." ht said burning to tell 
he j *, Hell is,,, d&o U|., a constant death* However vou die on Ea r 1h. 

you a i e kepi, dieing in ht I i , never allowed to complete youi death, 

your soul never to pass on to heaven. I died in lire, so 
is this i 1eiy shape t ha t vou see before you. I am r oreed 

this J oie;c f.,. but he II is like any othe r place* it ha $ 

a way out* I searched ior many years to rind a wav out* 
that I bo uld complete my death elsewhere* Eventually I 

ill’ll, hole - a II opening in bait that lea down a deep corf r do i to where 
1 knew not till now. That coriiaor led me here* to your fireplace* and 

yet still 1 do not t im at d j e i n g . It s e em s I will a I u a > s be the 

burning man." he stopped anq peered down at his legs, the melting 

r I e s h X ha i neve i melted away, engulfed in i lames. A [name n t, o i sadr.es t 

! e t 1 Over t in e i o 0 m . 


hell Ioi me 
to burn ti i& 
a way in and 
in the ho pe 
dame u p o «t a 


"Perhaps it is not good that I have come here*” he pondered 
o vi t i oud * "I'm afraid my p r e s e n ce has a rather nasty consequence for 
you." Jud> sat up on the soia. 

” win at do you mean?" she demanded. 

"It is possible I or me to remain on tire like this* but you are 
still a living being. Flames do not bur n me* but the, pur r, the things 

a i build me. Hava vuu not noticed the carpet i is on tire near mv reel r 

Within s £ do fit} s t Tie Ld fit i e i J do i will be alight* ana your sbfa 

sur r ounded by r E suits. Thfef £ is no h o F 1 e fOi your survival now* I'm 

sot r y i it is t do i a t e , h ' He l oo lie a a r ound t he i com as the i l ante s spread 

across the floor and up the curtains. Judy screamed and leapt up in 
ihe sofa is last as sue could, but he: dress was alight* llam.es and 
smote driving up h£i body. Within a minute she was burnt to dt« t h, 
Wheci the t laities had engulfed trie entire room* the burning man returned 
to the fireplace and step fed Lack inside the corritic* to hell. He did 
ryot wish to retain, but he cdu|q do no good or. tarth. iei he thought 
i i ni i g ht no t he as bad in he II as it ha d been be f o i e , . , m t he e n j o J 

the ct, rr Ido i he Sc« tier, on fiie lust like hims&ii. *iud> loot r, i ~ r.^ud 

a i i,j t r.e , ua iked through he I j toge t he r * 
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Useful addresses 

Tfiii list IS intended to help you in selling a game and getting; it 
reviewed* yften you may knew the name or a company that's published 
ad venture games berore, but you can't rind the address anywhere! Well 
help Is at hand here* What's more, where possible I *ve also included 
the telephone numbers 01 each company incase you want to ring and ask 
them what's happened to trie game you sent in* Even ir you' t e merely 
alter add i t i oru i inter ma t l on on a coiupa n v ' s p r oduct 5 * stop searching 
madly a round (or an add jess* it'll probably be ntrt ready tor you* it 
you have any other addresses you've round useful in the past* let me 
know and I 1 I I include them in future issues. 

aM | - Amiga £Gfr* i maybe iMu, 2CC0 too: 

AhC = Archimedes i3£E t 310. 3i0h. maybe A3000 too* I 

EEC * Acorn 6bC Micro 

C64 - Commodore G4 imaybe 64X* 123* 123b tool 

CPC » Amstrad CPC u&4, 66A* 612B; 

ELE = Eleciron 

£4 8 * Spectrum 4Bk i may be i£k* 4Bk*. 128k, *2 * +3 too i 

SI e Atari S20S1FN tmaybe 52CSTh. itf4GSTF* MEGA 1, MEGA 2. MEGA 4* 
£TE tooi 

VaK ■ various computers 
ADVENTURE 1 N E S 

i/Afts Adventure Coder i- Christopher Hester. 3 West Lane* bail don, in t 
Shipley. West forks. &H7 &HD* 

VAR: handy Rodrigues. Adventure Probe, 24 M*es V Cwm* Llandudno. 
Gwynedd, LL3& AJE* 

AOV/ENT ure COLUMN I STS 

V AFs r Steve Cooke* Ace, Priory Ccu i t , 3C - 32 F a i i i rig cion La ne , Lo ndovk, 
EC 1 3Au. 


AMI: Lave Eriksson. Amiga Computing* Database Publications Ltd, Europe. 
House* Ad ling ton Park* Ad lington* MaccIesi 11 Id * ShlC 4NF* 

CPC: The Pilgrim. Amstrad Action, Future Publishing Ltd, 4 Queen 
Street, bath, b AI i £ J . 


SI t Sflllig* Atari SI User. Da t a oa s e Pub l i ca t ione Ltd* tu i op a House * 
Adiingtor, Fij k, Arlington* Man cleat i £ Id. SKIfl 4tiP, 

C6aj And; Mess* Commodeie Computing International. Crortward Ltd, 
Finsbury business Centre, 40 bowling Green Lane* London, EX 1 A uUE, 


C64j Cordon Hairnett. Commodore Disk User* Argus Specialist 
Fubli cat Lons Ltd., Argus Houit, boundary Way* hem el Hempstead, HF2 7SI* 


£64/All it Keith Campbell, Commodore User* Prioiv Court, 30-32 
Farringdon Lane, London* EC 1 3AU, 

VaP, : Keith Campbell. Com^utei * Video Games* Priory Court. 30-32 
Pairingoon uane* London. El 1 3AU. 


ELK; F e nd i a g o n * Electron Usti * 
House, Adi ington Eask, Adi lug ton* 


Da t a t.a s e P ut I ic&tions 
Flacc I es t it id, Sh JO 4 Np* 


Ltd* 


Euro pa 


VAh s Paul Rigby, 1 he Garner Machine* F 0 Eon 1 £■ * Ludlow. Shropshire, is YE 
1 DP * 
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B&Ct The Hotter , The Hicro User , DdUbast Kub| ication^ L^tJ, Lui Qf i, 

House. Adlingtcn k, Adi ir.gion, fi^ccl^si le I d, SkiO aiip* 

£ 4 b ; T he Sor cer§S5 , i>i nc I a i j Us & i , Priory Court* 30 _ 32 Far f 1 rigdon 
Lane, London, ECl 3 ALL 

S40s Hike Gerrard, tour Sinclair, 14 Rithbone Place, London, U1F iOE. 

CG4 / AM) i Pidf Norman Hut:;. tlZAP*, P0 box 10, Ludlow, Shropshire. EfS 
1 Lb . 

BUDGET ADVENlURb: COI1PAN 1 t, S 

VAk: Alternative Software Lid, Units 3-6. Bail*?gale Irifltisii lal 

Estate, Fonteiract, West lirksr.ut, wFS 2LU, Tele*i Li?9*4 Fir. Lib! G 
Fax 5 (0977) 79(2243 U|; f®§77> 797717 

VAR , HistertfiJinii 2^4 non tara. Per tube Mo Roaa, London* Li I 20, * 

V A k: Rack - I t. h&wson Consultants Ltd. SEb Milton Pari.* Abingdon, uicn, 
0X14 4KX. Tel; f023£> 822929 

£4 0: John Wilson. Zenubi Software, 26 Spot 1 and Tops, Cutg&te, 

Rochet a l e ■ Lancashire, 01*12 71JX, 

ADVENTUHfc. UTILITIES AND/OR ADD-DNS 

S4 6i Carrie t Micros* Well park, wit levs Avenue. Exeter, Devon, EX 2 8 BE, 

VaR j Incentive Software Ltd, Zephyr One, Cal leva Park, Aide r mas ton. 
Berkshire, hC7 4uL* Tel: £073bE i 7726B Pax: {073iSi 694 0 

VaR: Gil sort International Ltd. 2 Paik Crescent, t a i r > , South 
Glamorgan, CF6 8 h(j+ Tel: < G44£ "t 732766 

S4S; Gerald Kellett, Keisoit, 26 Queen Street, Stamford. Lincolnshire, 
PL9 IDS. 

S4 0i SI mo i'p ki (Tiber ley, Si micro, i IS Reiver ton Road. Co* entry* CvS 4 AO. 
OASSE'n’M DU H L J CATuEE 

JSi Records, Freepost, 19 sadlers Wav, Hertford. SG14 2 b r-* 

McOregbi Tape Services, 42 Anchor Avenue, Rai& j & l fAI ILL. 

Simon Stable Productions, 20 West End. La union. u*on. 0X6 ODF , 

STAT 1 UNERY , F A C K A G I MO /k hsl C» PR l NT I N C* 

La writ on Press Ltd, Wedgewood head, Bicester, 3>ort. 

Millw&y, Chapel Him, S t a nst ea a, Essex* 

$ c- H i P i oc e & s i n g * Ltd, vc. its R os u * Wellington E i i d g e, l© eos. Ltl2 lb?. 
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Adventure Coder needs you! 


Without vgui support, tfiej# is little to make 
up & uii-g^r live, I’m looking tor contributions on 
an\ aspect or adventure writing, in particular 
these irnttflti- 


* 16 ^ b b t utility f ou 11 ne u is uch as those for il At. etc*} 

* anything on converting adventures between machines 

* anv artwork you might have drawn - how about drawing the next covtr? 

* anything, on how you yourself set about creating an adventui# - ue 
all have our own ways - do you start with a definite plan, or let It 
grow from an idea,? 

* shOil-itorus to form a break nous the other pages* 

+ cartoons! 



Newer reel what you have to utier Isn’t good enough, The only 
reason I can see tor mater is I being refused Is ir something ver y 
similar has also been sent \n that month* or there's a lack or space - 
in which case ] T H lit it in the lo Mowing month I However* to make it 
easier r or me to use what you've sent* there are a tew points tc bear 
in m i n a * iho ugh you do n 1 1 have to !oi icu tnese as g q i de n rules. 

1) 1 ( y and use Aft sheets for youi articles. drawings etc* This is 
because Adventure Coder is pasted up on Aft sheets and then reduced to 
At format as >ou have it in youf hands now. It doesn't realty mat let 
II ,ou have something on another sirt oi paper* tut Aft is the ideal 
size to use* 

2' Uhian posting your material* the best way to send it is bv sortlv 
r tiding the Aft sheets once down the middle, T hev then fit ms ice an A^ 
envelope* Any further folds ana you get too many creases in the pages 
which have to be flattened out vt.cn stuck down for printing* Mease 
retiain Tton Holding your pages every which way and cramming their, in a 
tiny envelope! 


j) I I you own a typewriter or wo id process of, it saves me a lot or time 
it voui wiltinp is already tvpea up ready for Inclusion, 1i y and use a 
decent margin like you see on these pages - about a centimetre all 
rouna will do fine, Don’l «fi n if you’ve written seme thing in pen 
t hough - l can soon type it up! (.for wordprocesser users however , 1 
ha*e my program Set to a Left Margin of 5 spaces plus 2 at the top end 
t at the bottom* "I he number or characters across the line is set to 7t 
and there ate 70 lines down trie page too* Note though Inal your 
Comput&i system may p p tnt text larger or smaller than mine so these 
li gures may he c-i no use* Then again you might rind them invaluable In 
sending in identical copy like you see here. Also I always print using 


h^r*i belief uualiir 11 r, L. w ■ but don't worr 


i i 


v our printer d a e f r, * t 
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SUBSCR 1 F* T l Ci tsl FT 


per ting It issue: 



United Kingdom 
ii*7& Europe i+ S< U«Jand> 

41*75 fteit di the world i surface) 
£2*25 Rest of the world t a i r mail) 


Price per 12 lnutt t 1 year Jt VJY/l/Xr 

Il2 v 4>d United Kingdom 
£21,0$ Europe t + S- Irelands 
£21*00 Rett of the world isurlict j 
427.00 Rost ot the world (air mall) 

All payments must be «iade In pounds sterling. Cheques should he 
crossed and made payable to "C HESTER" please* iThis also applies to 
the costs below,1 

ADVERT I S I FsIG RATES 

£5,00 inside full page (black-and-white AS; 

£9.00 Inside double-page spread middle pages; 

£6.00 Outside back cover too coloured papers 
£2.50 Inside ha 1 f- pa g e 
£1.25 Inside quarter'page 

Line ads 3p per word. 



Letters sent to the magazine may be chosen lor publication unless 
marked "Not tor publication*. Dr you require a reply other than 
printed in the magazine, please enclose a stamped sell-add r 09 5 e d 


env*|ope. 


CTOFVR l G HT 

Copyright on anything which does not carry the writer 1 * name 
belong* to Adventure Coder* Copyright on all other It erne lies with the 
writer * • Adventure Coder does not pay for contributions. headers 
whose work is printed In the magazine continue to held copyright on 
all material written by them and are free to use it elsewhere. 

ABOUT ADVENTURE CODER 

The opinions expressed within this magazine by individual writers 
are not necessarily shared by the Editor. Adventure Coder does not 
recommend or condone any paiticuiar firm or product. 

Issue* of Adventure Coder come out during the middle or each month. 
TIT* deadline for contributions is the 20th or the previous month. 

Software and hardware is greatly appreciated lor review purposes no 
matter what computer it is for. Adventure writing utilities ate 
especially welcome. 

Adventure Cedar is produced on a Citizen 12*>D with a commodore 6** 
computer using a variety or programs. 


EDITOR; Christopher Hester, 3 West Lane, baildon. Neftf Shipley 
Yorkshire, fell 7 5HL> England. 
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